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GAMIFICATION AS A TOOL FOR INCREASING
THE LEANRING EFFICIENCY OF FUTURE LIBRARIANS

The article deals with gamification mechanisms to increase staff performance
and diversify the mechanisms of professional learning to improve the training
of future librarians. In this the article we conducted a survey among students-
interns of the university library on their attitude to gamification in the learning
process. The results revealed that respondents mostly positively evaluate
gamification as a tool in the process of acquiring professional knowledge. The
gamification tool is used to increase the effectiveness of learning and to facilitate
the adaptation of students to the professional activities of librarians. The results
of the research can be used to identify the effects of the gamification tool on
improving the efficiency of training processes and the professional growth of
staff in various fields.
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M. T. lLUneHboBa

KaHoupar ginonoriyHux Hayk (PhD), noueHT kadeapu 4OKYMEHTO3HaBCTBa
Ta yKpaiHCbKOi MOBW, HaujioHanbHMIn aepOKOCMIYHMIA YHIBEPCUTET
iM. M. €. )KykoBCbKOro «XapkiBCbKMii aBiaLinHWiA iIHCTUTYT», M. XapkiB, YkpaiHa

FEMMIDIKALIA 9K IHCTPYMEHT NIABULLIEHHS
E®EKTUBHOCTI HABYHAHHA MAUBYTHIX BIBJTIOTEKAPIB

AxTyanbHicTb TeMU. 3HauHi 06carn npodeciviHoi iHdopmaLii noTpibHO 3acBO-
l0BaTV HAA3BMYAHO LIBUAKO, 06 onaHyBaTy NPOodECito Ta CTaTu CrpaBXkHiM
npodecioHanom. [1ns Lporo B npoLeci NpodecinHoro HaB4aHHs Cnig, BUKOPUC-
TOBYBATW CreLiafibHi iIHCTPYMEHTH, SKi MaloTb Ha MeTi NiaBULLEHHS ebeKTuB-
HOCTi aflanTauii ManbyTHix cniBpobiTHWKIB 1O NpodeciitHOro cepenoBuLLa Ta
MOTMBALLIO NepCcoHany A0 Kap’epPHOro 3p0CTaHHs.

MeTa cTaTTi — aHani3 BUKOPUCTaHHS MexaHi3miB revmidikaii 4ns niaBuLLeH-
Hs eeKTMBHOCTI poB6OTM NepcoHany Ta BPi3HOMAaHITHEHHS MeToAMK npode-
CiliHOro HaBYaHHS AN NOJINWEHHs NiAroToBKM ManbyTHix 6iGnioTekapis.
MeTopgonoris. Y cTaTTi N04AHO ONUTYBAHHA CTYAEHTIB-CTaXEPIiB YHIBEPCUTET-
Cbkoi 6i6nioTeku, y SKOMY BOHW BUCTIOBUY CBOE CTABNIEHHS O BUKOPUCTAHHS
renmicdikauii B npoLeci HaB4aHHS. B onuTyBaHHI B3sM y4acTb CTYAEHTU Cre-
yianbHocTi 029 «IHdopmaviinHa, 6ibnioTeuHa Ta apxiBHa cnpasa» XAl, 50 cTy-
neHtie (m=17,f=33).

1 This work is licensed under a Creative Commons Attribution-NonCommercial-ShareAlike
4.0 International License.
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Pes3ynbraTu. Mig Yac pocnimkeHHs 6yno po3risHyTO OCHOBHI NpaLji Cy4acHUX
ykpaiHcbkmx yuyeHux (H. Kpaseub, O. inskosa, H. Bonkosa, B. bByraesa, O. Ma-
KapeBwuy Ta iH.), NPUCBAYEHI BUKOPUCTAHHIO renmidikauii B OCBITHIX Ta npode-
CiliHMX Npouecax, BKIOYHO 3 [oCBiAoM 3apybixHux koner (M. Barber, A. Faria,
D. Clark, L. Sheldon). PeaynstaTtit ONMTYBaHHS! CTYAEHTIB-CTAXEPIiB NoKasanu,
LLIO PECMOHOEHTN NEePeBaxHO NMO3UTMBHO OLLHIOITb rerMidikaLiio aK iHCTPY-
MEHT Yy npoLieci 3a006yTTa NPOdEeCiliHMX 3HAHb.

HoBu3sHa. IHCTpyMEeHT rerimMidikaLlii BAKOPUCTOBYETLCS 415 MiABULLEHHS edek-
TUBHOCTI HaB4YaHHsl. Po3pobneHa koprnopaTvBHa rpa nokavkaHa nonerwmnTi
ajanTawilo CTyAeHTIB-CTaxepiB [0 NpodeciiHoi aisnbHocTi 6ibnioTekapis.
MpakTuyHe 3HaveHHs. Knioyosi KoHUenuji uiei po3Bigku MOXyTb 6yTv BU-
KOPUCTaHi B HAYKOBMX AOCMIMKEHHSX, 30KPEMA Y BUSIBIEHWX BMIMBAX iHCTPY-
MeHTY revimidikauii Ha NiaBULWEHHS ePEKTVBHOCTI HaBYanbHMX NPOLECIB Ta
NPOdECINHOrO 3POCTaHHA NEPCoHaNy B PidHMX chepax. EQeKTUBHICTL LbOoro
IHCTPYMEHTY [oBefeHa 3axiZHMMW BYEHUMMW, KOTPI BUKOPWCTOBYBAAN MOro,
30Kpema, SK KOpropaTuBHY rpy Ans NiABULLEHHS e(PEeKTUBHOCTI Cnyx00BLjiB
6i3HEeCKOMMAHi.

BucHOBKW. Y pesynbrati ninoTHUMA NPOEKT MPOWLLOB YCi CTadii BNpOBaLXeH-
HS1, peanisoBaHo 3aBAAHHS NiABULLEHHS PIBHS 3HAHb | 3MILHEHO KOPNOPaTUBHY
KYyNbTYpYy NpaLiBHUKIB GibNiOTEKN Ta CTYAEHTIB-CTaXepiB. ABTOP OOCHIIXEHHS
LiLLIOB BUCHOBKY, LLIO A0 TaKMX NPOEKTIB CAif, 3ay4aT npauiBHuKiB 6idnioTex,
106 yPi3HOMAHITHUTI HaBYaHHS HOBUMM TEXHONOTIAMU, SKi CNpUsOTb edek-
TUBHOCTI poboyoro npouecy. CTyaeHTam-cTaxepam Ls rpa gornomMarae 3aHy-
puTncs B aTMocdepy 6ibnioTeku, 3p03yMiT OCHOBHI NMPUHLUMK Ta MEXaHi3Mu
poboTu.

KniouoBi cnoea: revimigikauisi, 6i6nioteka, e(peKkTUBHICTb, HaBYaHHS, iHPOP-
mauis.

Formulation of the issue. In modern society, there is a growing interest
in innovative methods and approaches to quality knowledge development
and their application in practice. The amount of information in the world
increases, new algorithms, and solutions are developed and implemented in
new activities. It should be noted that the human brain in the globalization
century processes much more information than the human brain 100 years
ago, and does it way faster. The brain interprets information and focuses on a
single object from 9 to 14 seconds, which indicates the need to use mechanisms
that can help absorb large flows of information in a minimal period. This will
allow to optimize and revise approaches to staff training methods to increase
efficiency. Libraries also use online resources, visualization, educational
video content, interactive platforms, statistic resources, simulators, and
other tools to improve staff performance and familiarize students with the
profession of a librarian. Among these tools, more and more attention is
paid to gamification, as a tool with proven effectiveness that can increase
staff performance and diversify the mechanisms of learning and professional
information.
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Analysis of recent researches and publications. The topic of
gamification in the educational process and training is actively studied
by modern Ukrainian scientists. N. Kravets (Kravets, 2017) analyzed the
basic concepts of gamification proposed by various experts, in particular, by
Kevin Werbach and Gabe Zichermann based on publications that study the
theory and practice of gamification, the basic principles of using its methods
in business and education. O. Didiakova (Didiakova, 2018) described the
basic functions of gamification: increasing the effectiveness of learning,
direction of human behavior, overcoming barriers, solving life situations,
and achieving goals through play. N. Volkova (Volkova, 2018) paid attention
to the use of game mechanics in non-game situations to encourage certain
behavior (gamification) and organizational and methodological approaches
to their use in higher education. V. Bugaieva (Bugaieva, 2017) considers the
impact of gamification on the training and competitiveness of specialists in
the field of IT. The author confirms the expediency of using gamification
in education to increase motivation and activity, the active professional
position development of future professionals. O. Makarevych (Makarevych,
2015) considers the advantages of using gamification directly in distance
learning. The author proves the effectiveness of this tool, as learning in the
form of a game increases the motivation to learn, facilitates the assimilation
of material, improves orientation in the learning management system.
O. Pasichnyk’s (Pasichnyk, 2018) research is devoted to gamification
as a promising innovative tool for improving the language competence of
high school students remotely, individually, and during classroom work.
Integration possibilities of various educational platforms (DuoLingo,
Content Generator, Moodle, Jeopardy Labs) into educational process for
creation on their basis of interactive professionally-oriented games, quests,
and quizzes are considered. L. Sergeeva (Sergeeva, 2014) analyzes the
publications of foreign authors, in particular, M. Barber (Barber, 1996),
A. Faria (Faria, 2009), D. Clark (Clark, 2011), L. Sheldon (Sheldon, 2011),
etc. in which it is proved that gamification increases motivation to work, and
the use of game mechanics helps to improve communication quality in the
team, identify leaders, reduce the number of conflicts, increase the overall
level of productivity, encourage students to learn.

The purpose of the article is to analyze the use of gamification
mechanisms to improve the training of future librarians.

Presentation of main material. This study is devoted to gamification as
an innovative tool for training future librarians, able to stimulate cognitive
and educational activities and influence their activity in the learning process.
Gamification is the process of using game thinking and game dynamics to
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engage audiences and solve problems. The term “gamification” first appeared
in 1912, when the famous company “Cracker” began to put a surprise toy inits
products, which later became popular among other companies. Gamification
gained real popularity only in 2010 thanks to examples that demonstrated
the nature and effectiveness of this phenomenon, and was integrated into
numerous structures, including the education system, and was presented
to a wide audience. It should be noted that gamification is suitable for any
learning process and does not require large financial investments. This tool-
method allows you to overcome all stages of the work process and involve
staff and future professionals in the implementation of the team game, which
willachieve great success in realizing the practical potential of the participants
in the process. With the help of gamification, libraries will be able to improve
communication between employees, thereby introducing a corporate culture
to find the necessary information and involve future professionals to realize
themselves in the profession of a librarian. Modern training conditions in the
era of pandemic and quarantine restrictions, allowed to apply gamification
in the conditions of remote learning and to determine its effectiveness in the
course of practical research. It was attended by students of 029 “Information,
Library and Archival Affairs” of KhAI, 50 students (m=17, {=33). Students
underwent internships at the University Library of KhAI. The library staff
had a task to improve the professional level of students during a pandemic
and to develop their desire for self-study at the workplace. Gamification has
become a basic tool in the process of this training. The staff of the library
together with the teachers of the department developed a questionnaire in
Google Forms, which was filled out by all students who had an internship.
The questionnaire contained the following questions.
Indicate the groups in which you study.
Specify your age.
Specify your gender.
Do you like to play games?
Have you played role games in your specialty while studying at the
institute?
What game have you recently played? What games do you prefer
(strategies, RPGs, shooters, etc.)
What professional topics are you interested in?
How often do you play games?
Why do you play games?
0. If modern companies used corporate games, would you consider it an

advantage? Explain your answer.

After all, students answered the questionnaire, the results were analyzed.
It turned out that 85% of students play games every day, 47% of them like
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to play strategies, 32% play RPGs, and the rest in shooters, races, puzzles.
The question “why do you play” was answered as follows: “when I play, I
am distracted and I am visited by fresh ideas for my self-realization”; “in the
game, I rest and switch to another activity”; “the game helps me relax and not
think about current problems”; “I just love to play” and so on.

It wasdecided tointroduce thistoolin the training of future librarians and
todevelop abilateral project between the department and the library based on
the positive assessment of the gamification respondents. For this purpose the
technical task was registered, technical possibilities were analyzed, platforms
for training were chosen. Technical and analytical group were formed. The
analytical group formed several stages of the learning process, based on the
basic rules of gamification. The mission of this corporate student game was
defined. The mission was to set a time frame for achieving a result and a way
to implement it. The next stage was the introduction of a realistic picture of
the world (perception), which allowed us to take definite actions to achieve
the result. An important stage for the project was to work with university
psychologists, who analyzed the psychological characteristics of students,
described the psychotypes, and gave relevant peaces of advice in organizing
the psychological basis of the game, to motivate participants in this project:
to work with digital interfaces, quizzes, corporate holidays to encourage and
motivate target audience.

Conclusions. As a result, the pilot project passed all stages of
implementation, the tasks of improving the level of knowledge were achieved
and the corporate culture of the library staff and students was strengthened.
We concluded that library staff needs to be involved in such projects to
diversify the learning process with new technologies that make the workflow
efficient. For students who plan to become librarians in the future, this game
helps to immerse themselves in the atmosphere of the library, to understand
the basic principles and mechanisms of work. Also, gamification must be
positioned as an effective learning factor that will help not only to involve
students into the profession, but also to motivate employees for further
career growth.
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